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ARCHON 

THE MANUAL 




THE STRATEGY SCREEN 



THE GAME. ASCHON deoicts the eternal snuggle be- 
tween Light one Corvneu as a contest of action ond strategy 
Betw e en opposing forces wrought from myth ana legend 
The Light Sloe arc me Dork Stde are eaual in number. bot- 
anced m itrengTh out not identical Their aim. however, it 
the same conques of me live power points or the elimina- 
tion of the opposne stae 

ICONS. The vaouj lantarnc creatures at your command 
are represented t> specific images-' icons" -stylized pic- 
tures of knights, gcoiins moon cores, and the Hke 

There are 16 ico-s-o total oi eight different kinds on eoch 
siae None of yrxn ore taermcal to any of the icons on the 
other side 

THE TWO SCREENS. ARCHON ,» played on two 
screens. On one--* strategy soeen-you ana your op- 



ponent take turns moneuvenng your icons into favorable 
positions When you place an icon on o sauare atreody 
occupied bv one of your opponent's icons the gome shifts 
temporarily to the second display, the combat arena. 

HOSTILITIES. In c^d-fostvoned ond-odmrl ll-some- 
what dull board gomes (chess, backgammon, and their itk) 
the "defending" piece gets removed auietty from the board, 
and the attacker wins the "battle" -and the squore- 
wtthoui o ptow peing struck 

In ARCHON. we do not aHow such docility, such rank 
defeatism on the pan of the defender Noi if you wont that 
sauare you hove to fight for rt< When you try to occupy a 
square held by the enemy, the disputed saudre expands 
to ftl the entire screen and then, m the words of a 
certain orange- skinned monster of comic-book fame, 
ITS CtOBBERIN TIME!!!" 



THE OPPOSING 



FORCES 



Alt . » - ■ n. . tnori at vast i„ ..... t . ... ,. 
power. Ihs WIZARD to toe leader ol 
the light Side In bom* the Wtrard 
costs devastating be* of fire He 
icue»v ventures from toe safety ol hit 



toe spees |Sm MAGIC SPfliS I 



PeieriOkrq; o great white horse with 
toe to* ol o Ion and o sharp, spiral 
horn mi ol n* brow. toe UNCORN 
m twirl and ogtle the beautiful 
creature can Ore a blinding boi ol 
energy worn Hi mogtool horn. 



3^ 



VWKMH', run t» 




oan rvssvssr be emptied 



A GOLEM to an artificial being, 
shaped from stone ond gieorrwng 
metal, ond onimoted by mogtc 
Roughry morvthop#d H to hug*, 
►wlc* toe height of a man. Ik 
weopoo t or* boulders ripped 
from toe earth and hurled wrlh 



a» on II n wore toStl ground ond 
Mcond. an en ch anted spear, which, 
wtien rhrown. return* to her hand ol 



the DJtNNI ii 



I T*Tg»CO! ^trig Hoc " 



hug*, tuperbty muscled man whose 
body to party Hath and portly twining 
current* ololr A cousin to Ih* wind 
•set, the Ofmn) can roto* a smai 
tornado wllh a gesture and control 



the PMOCNIX to a Darning bird ol 
immense site ond pow*r in borne » 
OOF oif 1 * RJi MM 0 MewtwlQ r **"n5 
ol lire, scorching anyone on ti* 
perimeler of Ihe btate and burning 
severe*/ arw enemy unJortunal* 
enough to be caught near toe 
SYxxsdescent core Not only to to* 



ft 



The KNIGHTS are loot sotdlen armed 
and ormored ogainn torn tor target 
than themselves Although toey 
cannot withstand more than on* 
btow from many of their ei 



lot dragon) ladder Provided toey 
ore twtfl and clever toe* speed of 
attack gives Ihem a chance to sur- 
viv* and triumph 



the equal ol the old Wuard onfy in 
power, toe eternally young and ever 
beouMut SORCiRf SS it hit counter- 
pari tool ways Her sghtning boss 
are twitter and surer than hit lirebaes. 
■ a shod* leu potent Fierce m bow* 
but soles! on the block pow*r port, 
she it mow often used to cast to* 
seven speit (See MAGIC SPHlS I 



the SASaiSK it a smal crested tep- 
Me with toe scaly body of a bard 
and toe butoous, glowing eyes ol a 
gorgon Alhough h is letotrv**/ short 
Hv*d. toe beasts quick movements 
and deodk/ glance moke it a terrify- 



DARK SIDE 



the SHAftSHtfTlR u a dopptegonger 



it weakest turning toe enem/l 
powers ogatosf itsef ■ hat no tut 
Mespar. al wounds tool do not 
prove total wH heal ot toon at it 




the DRAGON, a monstrous, ser- 
pentine teptue. it without peer m 
toe combat arena On* gout of 
its Homing breath wM k* many 
creatut et and a second btosl It 
almost ofways total Hlghfy mobile 



to toe Sorceress 




the MANIrCORI resembles o torge 
golden son wish o human lac* and 
o scorpion s thorny tail I tut nosh 



hard to stay like toe Gotem it 



instead, a testes boutdert tot* 
trunks- whatever comes to hand- 
and cotoputu the massive obtects 



leedt on the souks of hei opponents 
a ghostly apparition toot attacks with 
her keening wast draining toe Me 
kom anyone in rang* ol toe sound 
(toe shaded area around her) 
Prolonged exposure to toe terrifying 
stv>ek con be fatal 



rjOM Ma 
twisted ol kmc ond misshapen ol 
feature unfriendly ond often violent 
Iheii mutual antugomsm it kep* m 
check only by the powers of toe 
Sorceress On dark ground toeti 
gnarled clubs ore more toon o 
match tor the i words of the Kntghtt. 



down toe most potent ol enemies 



ARCHON— Quick Reference 



The Opposing Forces 



DARK SIDE 




MOVEMENT T «i«pon - 1 
SPEED Nomx* 
ATTACK MOOt ugwrwigboi 
ATTACK FORCE Moctorat* 
ATTACK SPEED tad 
ATIACX UTERVAL Aywog* 
ItHSPAN Ave.oga 
NUMBER ON SIDE 1 




MOVEMENT fv-s 

SWO Vdrm 

An AC* MOOE voi.«r» 

ATTACK FORCE WCH*« 

ATTACK SPEED Vaim 

ATTACK INTERVAL vaiioi 

UFESPAN Unknown 

NUMBER ON SrOt 1 




MOVEMENT Ground 
SPEED Normal 
ATTACK MOW (y«bM 
ATTACK FORCt Gr«ai 
ATTACK SPEED fo*l 
ATTACK fMTEBVAl Snort 
I IK SPAN Short 
NUMMUGNSKX 2 




MOVEMENT «y-4 

SPEED Normal 

ATTACK MOW Fwryoiealh 

ATTACK FORCE *»rv gr** 

ATTACK SPEED Medium 

ATTACK INTtHVAl long 

UFESPAN \Awylong 

NUMBER ON SlOt T 



SmD Normal 

ATTACK MOOt TOM S{*»*1 

ATTACK FORGE Minor 

AIIACK SPIED Slow 

ATTACK INIERVAL Avwrog* 

UTfSPAN Avwag* 

NUMBER ON SIOE 2 



M><VIMim IKf I 

SPUU Normal 

ATTACK MODE Scr*om 

ATTACK TOCO Modrwote 

ATTACK STUD k<*tunr 

ATTACK INTERVAL long 
I Iff SPAN 

NUMBERONSiDt 2 




Gioai 



A7IAO M.x .t 
AnACK force 

ATTACK SPEED Slow 

ATTACK INTERVAL long 

UFESPAN long 

NUMBER ON StOE 2 




MOVEMENT Ground- 3 
SPEED Normal 
ATTACK MODE Oub 
ATTACK fORCE M.nor 
ATTACK SPEED Intrant 
AnACK INTERVAL Vary tnort 
UFESPAN Snort 
NUMBER ON SIDE 7 



ARCHON — Quick Reference 

The Opposing Forces 
LIGHT SIDE 



SPEED Normal 
AnACK MODE Eir«oat 
AnACK FORCE Gr«OT 
AnACK SPEED MwJrurr 
AnACK INTERVAL A 
UFESPAN 

NUMMONttl ' 



SPEED 

AnACK MODE 
AnACK FORCE 
AnACK SPEED 
AnACK INTERVAL A 
UFESPAN 
NUMBER ON SIDt 2 



MOVEMENT 
SPEED 

AnACK MODE 
AnACK FORCt 
AnACK SPEED Fan 
AnACK INTERVAL Short 
UFESPAN 
NUMBER ON SIDE 2 



SPEED 

AnACK MODE 
AnACK FORCE 
ATTACK SPEED 
ATTACK INTERVAL rWfOQB 
UFESPAN Short 
NUMBER ON SIDt 2 




SPEED Noma 

AnACK MODE Wmrrxl 

AnACK FORCE Moojpot* 

ATTACK SPEED MKMn 

AnACK INTERVAL MAW 

UfESPAN loo; 

NUMBER ON SIDE 1 



Pw-1 

SPEED Noma 
ATTACK MODE Fw«fl 
AnACK FORCE &W 
AnACK SPEED Slew 
ATTACK INTERVAL Lot; 
UffSPAM Lom; 
NUMBER ON SrOt • 



MOVEMENT Ground 

SPEED Stow 

AnACK MODE Scatter 

AnACK FORCE Great 

AnACK SPEED Stow 

AnACK INTERVAL Long 

UFESPAN long 

NUMBER ON SIDt 2 



MOVEMENT G 

SPEED h 

AnACK MODE V 

AnACK FORCE >• 

AnACK SPEED r 
*n*c» vhpval v 

UfESPAN S 
•ArMSi QBJ SO " 



PLAYING HINTS 



STRATEGY SCREENi OPENINGS 

CONST RVATIVT OPtNtNG Tnrs Involves moving your 
unfavorably located Icon* onto more favorable square* 
(white Kjjotei for Ught Icons, black squares for Dor* icons) 
the Idea ft to establish a strong balanced position eorty 
on Since fhe comer Icons (the vb*vrle, Banshee) ore 
mobile and especially vulnerable to moglcal attack (via 
the Summon Elemental or Tetepon spete) these ore often 
Ihe flrsf to be moved Being a ground-mover, the Unicorn/ 
Banshee wis be stuck on fhe "wrong" savore until you clear 
an escape route either dtiecfly by moving the Knight/ 
Goblin In front or rt or Indirectly, and more slowly, by moving 
other Knights /Goblins and then adjacent icons in the 
bock rank 

MAGICAL ASSAULT I "RIG JUJU" OR "MAJOR MANA" 
OPENING) The aim here Is to wipe out the strongest enemy 
loon right oil the bat. before ft can do ony harm This Is most 
easily done with a combination of spelts Imprison, Summon 
Elemental. Tetepon. ond. K needed. Reverse Time The first 
spei holds the vtcttm Immobile while you attack with on 
elemental ond then one ot your strongest icons teleported 
across the board Shift Time may be used to prevent the 
Imprisoned icon from getting away before you can finish 

it on. 

MONSTEP ROMP This Is risky but tun ond sometimes sur- 
prisingly effective Just fly or leksport one of your strongest 
toons (the Ojimi Drogon or Phoenix, Shopeshifter) to the 
other side of fhe board, ond take It on a romptn; stomptn' 
tour of ol the occupied squares unfavorable to the icons 
stuck on Ihem this procedure lends to throw new players 
Into a panic, which is always hetpfut More experienced 
players wil either imprison fhe otlocker or counter with o 
monster romp of their own Rapid attrition on both sides 
fottows such a counterattack 



STRATEGY SCREEN: GENERAL HINTS 

STAY ON YOUR COtORI The effect ol a square s luminance 
on the Me of your Icons is torge-often as much as SOX 
Attack on unfavorable squares only II you have an over 
whelming superiority over the defending icon. 
PLAN AHEAD. Most successful attacks require more man one 
move to execute Before taking a square, consider what 
you wW do afterwards What icon wil continue the assault 



M Ihn llrnt rjfloctmr rtlnt? 

AVOID IBAff IC JAMS Moke oportfngs In your tionl lino lor 
ground-movers to pass The greater your force s mobility, 
■no groo'er lis lloxIblMtV ond stronrjth 
PROTECT YOUR MAGEI The Wizard/ Sorceress may be a 
tough hombre m fhe combat orena. but doom is nigh 
should you lose your mage eartv In the gome Since power 
points ore immune to magic spells, it is a wise idea to keep 
your wttard/ Sorceress "at home." 



STRATEGY SCREEN: SPELLS 

TELE PORT. TNs spel Is handy lor tossing a stow c» untovor 
abty ptoced icon into your opponent s bock rank to raise 
a ruckus AJIemottvefy, you can leieporl a wounded Icon out 
of danger 

HEAL Never heal the Shapeshtfteri Since It regenerates 
completely between bottles, the spell would be wasted 
SHIM TIME Use this spel to prolong an impriscnment by 
reversing the ftow of time before the luminance cycle peaks 
treeing the enemy icon. Conversely, e spec lofty If you ore 
playing second, you can free your own Imprisoned toon 
early by casting the sped at the opposing luminosity peak. 
In that case, the cycle win (ump to your peak, ond your Icon 
wil be treed A more strategic use of the spetl could alow 
you to make a concerted attack on the power points— 
ond possibly wtn the game— by keeping the luminance 
favorable. 

EXCHANGE An enemy advance can be frustrated tem- 
porarily by exchanging a menacing Intruder (e g . an 
opposing Dragon/ Dflnni) m your territory with a weaker 
Icon (a Goblin/Knight) from your opponent's rear ranks 
SUMMON ELEMENTAL Since elemental* are neutral beings, 
unaffected by changes tn luminance, they ore wel suited 
to allocking on annoying enemy Icon that remains on 
squares favorable to If The spel is also dertgueut against 
mages that venture from their home power points 
REVTVE Revive only strong Icons Aho. avoid ptoctng a 
revived icon on an unfavorable square, or It may die again 
Immediately 

IMPRISON Ihe real trick with this spel is liming, coupled 
with Shift Time. H necessary, to prolong the effect. Imprison 
a threatening Intruder to blunt an attack, or immobilize a 
strong toon on a delta square, then attack when the lumi- 
nosity cycle Is most favorable 
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INITIAL STRATEGY SCREEN 



THE LUMINOSITY CYCLE. archON j strategy 
screen changes While some souares are orvovs white or 
arwavs block, ornerj - luminance squares i -arked - m 
Figure Two)— vory in brightness throughout the game in a 
simple pattern block - dark - borery dark - sorely hgtt - 
light - white and reverse Bock ond lorth. rrougnoui 
the gome, the cycle continues, the luminonc* shifting after 
every other turn. 

Your fortunes in the game tend to ebb and tow wrm the 
luminosity cycle This is because icons of the tghl Srde ore 
harder to defeat on light squares man on Ocn ones Con 
versety. Dork Stae icons are stronger on aork souares ana 
weokesi on white ones 

POWER POINTS. The five "power pome are mav 
cated on the screen by flashing rea symbols cons on power 
points heal taster than usual and ore protectee from the 
effects ol magic spelts tl your icons occupy oJ trve power 
points, you wtn fhe gome 

MOVEMENT. It the hoftow squore or "frame- is on your 



side, rt s your turn. (Simple, eh?) Use your tovstick to move the 
frame atop the icon you want Once you push the button to 
confirm your choice, you must move that icon somewhere 
(H on icon has nowtere to go the computer wil not okow 
you to "pick it up ") Once you move the icon to rts aesiincrtton 
(ogam, with the (oystick) push the outton again ond the 
obedient image wil freeze in place 

Movement comes tn three flavors ground fly. and teseport 
Ground movers cannot move through occupied souores; 
fliers ore lestncted only in where they land Ffcers con also 
move diagonally: ground icons cannot Onfy the Wizard and 
me Sorceress con tetopon . but tor practical purposes you 
can think of them as fliers in disguise 

On any turn, you con move on icon as tar as its range 
ottows in any direction or combination of directions It con 
stop on ony square not already occupied by one of your 
own icons. 

Note 11 you change your mind wmie maneuvering a 
ground mover, you must bocktrock Otherwise, the com- 
pute, being very Irteral-mmded wil assume you are trying 
to extend your move unlawfully 




THE COMBAT ARENA 



COMBAT. Action p the ccmpoi oreno n immedioie and 
ummarmou*. there a -o oong turn* JoyUiciu direct move- 
ment of the icon* P>Hing me button tntttate* on atiock- 
iwvnging a sword, hrrc, on arrow, ccehng a ftreCol— in the 
direction the jcvmck ■ oomd Vou oon attack or mow m 
any ot e»ght areonont up down, Ml. rtgn. and mm tour 
diogonots hT^JOftum <xm ron cannot move white the 



Corneal it ot three yrmrct type*. Kntgnn and Gootms or* 
swora- swingeo and our>wt«td«a: they must 0* very neat 
an opponent to inffker nmoge. 

The Kanuw* and lh* Phoenix tnfltet domogt tn a circular 
area around thermetac mm longer the opposing icon It m 
that ctroto. the grease- mm oomoge tt sustaint Such "or«a" 
onocw need no* be anta 

At me omer icon* "TroW mantes ot some ion ona can 
oontequenffy. do oar-oge trom a Corel dei able dtetonoe 
See the QUICK RErtteft^f CARD tor o detailed comparison 
ot the speed ("Attack Soeeen ot and oomoge doie rAftoek 
Faroe") by mm differ vi Tttstrtet. 



THE ATTACK INTERVAL While comcot it kmi and 
furious, you cant m*t Ire away at to* at your linger fwttchet 
It tofcM a moment to ot* a tward mto po tr tton to li t I f . 
longer to conjure wr 3 tar rVeoal: and the pener pah ol 
two whole second* (' o np o boulder out of the around ond 
M n high enough to rrrow 

Pushing me putton before your toon tt ready to ttnke wll 
oocornpfttn nothing— excecr lo keep your icon from moving 
AJ tn* exoci instant ya. ocr ouncn rjnomer cmocd. me 



computer ringt a bet— a mgn note tor the light Side, a 
lower one tor the Dark Stae-to let you know 

BARRIERS. The oOttoctet or bomert m the arena go 
through luminotlfy cydet of their own. Be careful they oon 
be at tricky ot an opponent* 

No maty a bomer it irnpenerroble However, when its 
cycle chonget a bomert luminance to exoctty matcn the 
color of the background, the bomet disappear! tor a 
tew teoonat You can wok over tt. shoot poet ft. anything 
ft t gone 

Kirthermore. tor a tew seconds before a bomer yantthet 
and alter n reappears, you oon wofc or Ore o mittile through 
ft. but you (or fne mtstiie) win be ttoweddown 

ft thtt seems at ot confuting, tutt remember that the more 
sona a bomer toom. the more teed ft ft H you nave any 
doubts, avow the bomea entirety— ana get out ot the way 



LIFE. DEATH. AND WOUNDS. Thel 
either ena of the arena indicate the current liiespan (heofftv 
strength) ot the two bottling icont When an toon tt wounded, 
rtt matching Nlekne » reduced In proportion to the seventy 
ot the wound When its Mehne it gone, the icon it "dead" 
and combat is ovet 

A vtctonout toon returnt to the strategy screen in control 
of the disputed square H owever a sertoutty wounded icon 
it easier to detect the next time ft It forced to tight Even the 
ttrongett icon con be worn down by waves of attacker* 

On the strategy screen, wounded icont ore healed stowty 
by the simple pottage of -time; more cjutckJy. by rettmg on 
a power potnt. or instontty and oornptetety. by a Heol spet 




Mogtc is arguably the most slgjtlffoonf strategic element 
In ARCHON Only the two maget (mog*cton*)-lhe Wizard 
and the Sorcerett-con cost spefts. and each moge con 
cati each spel only once White the spelt ore powerful, they 
have one drawback, each spet wea k ens the moge catting 
it. leaving that mage ptogretttvely ken abte to detend tttef 
ogolntt direct attack 

A spel may be cot! Ineteod ol o regular rnove on the 
strategy screen Skmpfv move the frame atop your moge. 
at M you were going to move tj. Push the button, and the 
usual message appears Without moving the toon, however 
kjtt puih the button ogotg and you wM get a new meesoge- 
SHECT YOUR SPEIX 

Puth the joystick up or down to survey the speffs stil avail 
obte. and puth the button when you find the one you won! It 
further actions on your port ore required, additional me> 
soget wll direct you appropriately 

Remember that you can't conjure the some spel more 
than once, and you cant cast o spel ogomst power points 
or icont on them Delate are given below 

TELEPORT 

EFFECT: This spel movm-leleportt-ony one of your Icont 
pay distan ce from one square on the strategy screen to 
onottvet 

ACTIONS REQUIRED. After selecting the spel. move the 
frame to the toon you wont; puth the button, and then 
move the Icon to Ms d«imotton-|uti ot H It were a normal 
move 

RESTOICTTOMS: Vou cannot move an enemy toon. You 



MAGIC 




cannot move onto a square already occupied by one ol 
your own icont (ot usual) Vou cannot teleport onto or off 
a power pomi You connot leteporl an Imprisoned toon 
(See IMPRISON I 

ADOtnOMAL MOTI: Do not contuse ihts spel with a moge s 
normal three- square movement That It minor moglc. on the 
same order as catling Hrebofc. and It not bound by the 
rettricttont of the seven motor tpeit 

HEAL 

IFIICT: This spel tostorntv heats any toon ol ol wound* » hot 
sustained in the combat arena 
ACTIONS RMUtMD: Alter selecting the spel. move the 
frame to the wounded toon, and puth the button 
RESTRICTIONS: You connot heal an Icon retting on a power 
potnt You oon "hear an already heoRby toon, but why 

SHIFT TIME 

EFFECT: Two effects ore pattlbte Moil often, the spel 
reverses the Itow ol lime: I.e.. the direction of the luminosity 
cycle ot the deffo squares Squaret that hod been growing 
groduoty darker would now grow lighter -until the cycle 
peaked However, ft the spel it cost when the luminosity 
cycle It at either peak. Shift Time wU cause the cycle to shMt 
abruptly to the opposite extreme (from block to white, or 
vice versa) 

ACTIONS REQUIRED: None after selecting the spel 
RESTRICTIONS: None 



SPELLS 




EXCHANGE 

IIFICT Hiu spell cuusoi any two icons on the strategy 
screen lo hade placet 

ACTIONS RIOUIRID Move the frame lo one of the Icon* you 
wish lo Ironspose. and push I ho button Then do the tame to 
the othe< icon 

BIS frictions Neither Icon con be imprisoned or on a 
power point 

SUMMON ELEMENTAL 

IFFICT: this spel attowi you 10 aoock any enemy icon w.in 
o new lemporan/ icon representing one of tour elemen- 
tal -animated spirits of Ihe ancient elements of earth ah 
hre ond water Combat rs conducted in the combat areno 
as usual, except that the elemental vanishes otter the boitto 
win or lose 

ACTIONS REQUIRED- Once the spei is t elected and the ele- 
mental appoars or. your side ol the strategy screen movo H 
10 l h ?_ >con y ou 10 onacl1 1" 'he comboi arena, direct 
the eierrtenrol |us< as you would any other icon 
RESTRICTIONS: Vou cannot attach an icon on a power point 
You cannot direct the etementol to a vacant square or one 
occupied by one of your own Icons Vou cannot choose 
which elemental win respond to your summons 

REVIVE 

IFFICT: this spel restores lo the gome an icon previously 
tost C hilled I in combat 




ACTIONS REQUIRED: The procedure is simitar to a teteport 
»pe» or a normal move except that ihe revived icon comes 
from a special display by the side ol the strategy screen, and 
Hi OeihrKiiion mutt be a vacant square next to the moge 
RESTRICTIONS: Ybu cannot "revive" an icon not already 
deod One ol Ihe (Inllially live) squares ochointng your mage 
must be vacant ond you must put the revived icon on one 
ol those vocont squares 

IMPRISON 

lMfCT B* *P«« keeps an icon on ihe strategy screen Horn 
teavmg its square The toon can fight Us alloc hers m the com- 
bat arena but U connot be moved otl its square important 
an imprisoned moge connot can spettsl Imprisorvnonl is 
lemporory A Dorh Sioe .con would remain imprisoned until 
the cJeha squore* turn btach a light Side icon would bo 
heed when delta squares turn while 

ACTIONS RIQUIRID: Once the sped is cast, move the frame 
io it ..j loryoi icon and push the button 
RESTRICTIONS: Vou cannot imprison an icon on a power 
point You cannot imprison any icon ol a time when the tumi- 
nosify cycle would oufomalicaty free u 

CEASE CONJURING 

Ihss is not a spell, ii is a way to avoid casting a spel it you 
miscalculate If you change your mind while selecting a 
spel 01 if the spell you want is unavailable or canceled you 
may push ihe button when CEASE CONJURING is displayed 
this will allow you to start your turn over 



QUESTIONS 



Q: Some of the toons aren't very distinct on my TV. and 
rm having trouble telling them opart What con I do? 
A: Buy a new Sony TV or. belter yet. a computer monitor 
Seriously. H vou must put up with the limited resolution of the 
average television set. color smudging at certain 
luminances wtl matte recognition of the Icons more 
difficult Nonetheless, the toons ore outre distinct on most 
squares, and in a short time they wtl dl be quite distinctive 
Indeed llhe clossmaies on the tint day of school, despite 
their miltoH strangeness, they wtl soon become so lomthor 
that you n wonder how you could ever have tatted to 
recognue them mslonfry 

Q: Why does the frame stay on the screen when rm 
moving on Icon liom one square lo another? 
A: It marks the Icon s original location ond serves as a 
polnl of reference. especially rf you change your mind 
and hove to bachtrock 

Q: I m having trouble moving my wizard When I push 
Ihe button and try to move It, only Ihe frame goes 
anywhere. I figured I wosnT pushing the button hard 
enough, so I pushed II again ond got the Its! of spettsl 
Wha! am I doing wrong? 

A: Nothing The WUord and the Sorceress le t o port from 
one sauore to another wtthout actuaRy walking over the 
intervening squares While It looks different from the 
movement of other loons, the mechontcs ore actuafry the 
same (us' move the frame tnsteod of the icon, ond push 
the button when you get to your de st ination 

Q: When my friend casts SMtfT TIMt. Ihe icteen changes 
Immediately When I do II. II watts a turn before anything 
happens Why? 

A: You hod the first move AJ luminance changes take 
place after the second player's turns (That's one of the 
advantages of ptaylng second ) 



Q: When I here are obstacles toward the bottom of the 
arena. I have trouble running my icon along the lower 
watt (tt doesnl always seem lo lit I Sometimes when I try. 
though. Instead of bouncing backward. Ihe barriers pop 
my Icon on through to Ihe other side* 
A: true Vup So what s your question? 



Q: Who! happens M my Icon Is on top of a "futry' barrier 
when rl turns solid? 

A: Your toon wtl be thrown off the banter, lust as U H hod 
run into the obstacle from Ihe side 



Q: Sometimes when I'm "firing realty last. I don I hear 
the "reload" sound. Am I going too fast for the computer 
lo keep up? 

A: (Pause tor laughter ) No tt you happen lo have the 
button pressed and ihe tovsttck akeody polnl ed ol the end 
of the attack Interval (what some people catted the reload 
lime"), the comp u ter worn bother sounding Ihe bet. 
Instead. II ttmpty launches your attach 



Q: is II possible tor two Icons In the combat arena lo kill 
each other? If so. who gets Ihe square? 
A: Yes. 'double hits" are possible Vou con even get kited 
by a "dead" icon If It has already launched on attack 
(Zapping an Archer, for instance would have no effect on 
on arrow akeody m flight ) In such cases the disputed 
square on the strategy screen wtl simply be empty The 
same thing happens when an elemental wins a battle 



Q: My attacks often go In the wrong direction, ond 
sometimes I can't seem to fire at all What's wrong? 

A: You're pushing the button while you re sill moving your 
icon Moke sure the taysttch is In "neutrof"— or at least 



& ANSWERS 



pointed In the right direction -before you press in* trigger 
Your 'nonexistent" attacks are probably (topped by a wot 
or Darner right next to you before you con notice Ihem or 
else you're iimpty pressing the trigger before your attack 
Interval it up 

Q: Why dcei the "Douse" key only work in the combat 
arena, and why only when the computer ti praying? 
A: The "pause' function exists to keep the computer- 1 
Icon horn klMng oft yours when something outside the 
computer s knowledge (like the doorbell) requires your 
attention It is unnecessary on the strategy screen because 
the computer lakes only a second or two to move and you 
can take an unofficial lime out " as soon as M*s your turn 
When your opponents ore or the human persuasion you 
can ask them to stop tor a moment (If they refuse, perhaps 
you should recruit new opposition ) 

Q: My Archer attacked the Dragon on a brock square 
She got killed, but she did hit ii with an arrow so I 
know the Dragon was wounded On my very next turn. 
I allocked the Dragon again, but II was no longer 
wounded Why not? 

A: Fovorobto luminance provides o certotn mogicol 
enhancement to an icons klespan One of the benefits of 
■ho luminance bonus Is lt«at nicks and scratches' (a 
category into which, under the circumstances your single 
arrow wound lei) are not permonenl This bonus it also the 
reason a badly wounoed icon may make what seems to 
be a miraculous (if onry partial) recovery between battles 
On a while square the Dragon would hove lacked this 
benefit, and every minor wound would have remained 

(What were you doing attacking a Dragon on a block 
square, anyway'' what are you sutciaof?) 

Q: Why don I Irons m AflCHON regenerate the way they 
do in Uiards & lunkheads? Ana why con 1 1 find the 
Phoonli In my IAI koakl look? 



A: Because rl rsnt there. 

look, lofks despite what the Head Oregon might kke 
you to believe. Ionia iy was not invented in 1974. and 1*1 * 
interpretations of mythological beasts are hardly definitive 
Rote ploying games -1 41. Demons * Dimwits Monsters & 
Morons, etc -draw their subject matter (it not their gome 
mechanics) from the same sources we do 5000 years of 
myth and legend and a dose reading of certain contem- 
porary writers of laniasy and science fiction If you don t 
approve of our Trots, complain to the trot union. 

Q: Why can't t make copses of AflCHON lor my k lends? 
A: Someone atways asks One answer is that AflCHON 
disks are copy-protected, but that's begging the question 
(And yes. we know copy protection is not perfect, but N you 
have the time and totem to get around such devices, we'd 
rooty rather you worked on games of your own instead ) 

The handful of people at Free Fas Associates would 
rather develop gomes than do anything esse, but If wo 
cant pay our bits creating games, wet nave lo do 
something less fun lor us-ond (if you enjoyed AflCHON 
enough to want to copy M) probably less fun for you 
Royalties ore our only income, and every H egot copy of 
AflCHON represents money we i never see pizzas we 
won i •at paperbacks wel never get to read 

We have the same dreams you do. probably wed kke 
to be rich and famous, and this s eems to be our onry 
chance. When you come up with an original game or a 
fancy utikly you 'I leef the some way 

Most of the games you see may be np-ofts of arcade 
gomes and other designers ideas, but ours orenl Our 
games are original products of our awn btzarie tmogmo- 
Hons and many months of work We don f rip oft other peo- 
ple, and we don't think wo deserve to be ripped off, either 

Thanks trom Anne Jon ond Paul 



& TIPS ON STRATEGY 



COMBAT ARENA: GENERAL HINTS 

DO NT MOVE IN STRAIGHT LINES. Monsters are tricky, you 
shoutd be. too. Dodge and weave. Don i become 
predictable 

HIT AND RUN Don! rust tiro a shot ond then sit there waiting 
for a retaliatory strike Take your linger oft me button imme- 
diately of or imng. and boogie on out of there! H you rut 
surttethsng. if can probably hit you. 
USE DIAGONAL SHOTSI Atmougn difficult to moster. 46°- 
ongte snon wsl I m prove your pertormonce cfromaflcotfy 
Few prayers manage consistent diagonals. 
TRAP YOUR OPfONCNT IN A CORNER. Ihrs is especiafty help- 
ful lor sioggen with stow, easily oodged missiles and for the 
poor inrignters (Knights Goonnsi 
FEINT! frtck your opponent into attacking by moving into 
the line of fire nmnonianry Then. >n the interval betore 
the enemy icon can attack ogam, close m and loose your 
own attack. 

CONFUSf YOUR OPfONI NT. When of close range dodge 
bock and forth to keep from bemg naited. This is espectoiv 
important when you cannot afford an exchange of blows 
and is vital for a Knsghf, Gobiln 

KNOW YOUR CON'S STRENGTHS AND WEAKNESSES. Different 
icons require different tactics -sometimes rot) lea fry differ- 
ent—and the nature of your immeaiate enemy should atsc 
affect your course of ocnon 



COMBAT ARENA: THE ICON* 

WIZARD Avord using the Wizard M combat unless oflocfced 
In a flgnt. approach to mid-range out no closer Stay m the 
open: firebaes are easily stopped by bamerv 
SORCERESS Avoid combat if possible! The speed of her 
ngnmtng oofis makes the Sorceress effective at long range 
Play defensively, ana use the Darners to trap on enemy 
long enough to zap ft. 

UNICORN ' BASiuSk. Speed and distance are their prime 
weapons Never dose, especiafty if the opponent is in the 
open fry <o use Imes of bamers as afteys for fire 
ARCHER The Archer s arrows ore not tost, so the must get 
toirty close to ensure a hit. Slower targets, of course, allow 
greater ronge. 

GOLEM/ TROiL The advantages of thee* slow-moving 



creatures are their long lives and deodv attacks (Those 
boulders hurtl) Since the rocks travel stowty. the Gotom 
Troll must get dose to the enemy Be aggressive' 
DJlNNf, DRAGON vou have power to spore here so be 
brazen in attack. Avoid the possible entanglements of 
duftered terrain when fighting an icon with a fast onacn. 
VALKYRIE. The Valkyrie is banco*/ a tougher Archer with 
a more damoging but slower -moving attack. Use sm> 
Hor todies 

PHOENIX. Get dose - the closer, me better trap tost foes rr 
corner s. Avoid firing alloys, and use the explosive attocs 
detonsrvofy when necessary to keep trom being nrt Never 
sit stil when vulnerable. 

SHAPE SHIFTER The success of this icon is solely oeoendent 
on the proper battleground Avoid white squares Mke the 
pogu* ignore mo renrgntv fWTry (aire a cnanco on gertmc 
UNed tor so smoi a prue7) Attack strong icons on clock or 
dork squares. 

MANDCORE. This beast has (he odvantoge d a orooder 
attack man its counterparts especially on dtagonots 
Be bold against weak opponents, but remain at mid-rangt 
wnen rtgnttng more dangerous odveaanes 
lANSHEE. The Bansnee reouires— ond rewards-great skit 
she is worth me extra effort needed. Stay out d nnng lines 
until the moment d attack: then come m from the side 
where the area d effect is greatest f rote oto the oyatck 
button immediately after pressing it. ond foeow me oppo- 
nent dosefy to prolong me eiposure to me screcm. Avotc 
the Gotem (sometimes known as the Bansnee curse ) 
KNIGHT GOBLIN where these inttghters ate concerned *o 
who hesitates is dog food. Move quickly but orroncoty 
Get in dose ond stay there* Dodge bock and form or crrce 
your enemy to avoid return fire and fluster your ooconeni 
Never stand stil. ond attack constantly In a Kntgrt-Goioir 
conflict use lemts ond stop thrusts Acceot on exchange s 
blows only If you hove a significant luminosity acvantoge 
ELEMENTALS. The lour etememats are quite different from 
one anorher The Earth elemental should be proved like 
a Goiem Trc4. which it greatly rese m bles. Of me other 
three. Fire has the fastest ond most damoging ufack, one 
Water the longest weapon locticaHy. you can mmk d Fire 
as a Wizard. Arr as an Archer, and Water as a Monttcore 
Bogota less of which elemental you have, however, be 
oggr ess rvefil Remember mot its wounds don? matter, unco 
» wsl not outlast the battle, anyway 
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Destpjnet PoU Retche Mi (pronounced lrO*-ee which he'd 
ske to be), o voong mon ot 22. is no new &y nf k gonw 
While till in Mon school, he ond two friero >cx~*c! Fontosy 
AH Enterprise* to pubttsh a pott ot rote-ptovng sjcoiemenn, 
T he Neoormc on ond R ooty ond t he fgSS * m **" n Q w " n 
Jon promoted me creation of The Keys o< * crvy:y o sequel 
to Jon i He»ne Womor ond some graphics Oti ^ tor other 
ASl gomes Publication ot on Dungeons | :Tpgy j module. 
Temple of Pose idon led to a stint ai TSR. paoksne-s ol DAD 
There, tn the troten wanei o( Wisconsin lunch »-cy be 
ledundort). he developed Vompyre la Drcculc ;ame|. 
legion of Gold (o Gommo World module; one -ew rules 
torDfcp 

Progrommer Anne Wesrtoll is otoer moo ouf S'ewos 
ro'stng two children, managing o ranch an g-twmg wine 
gropes in the great Sonoma wine region ■nensne de- 
cided she needed more of a c hallenge Cejumrg to school, 
she discovered computers at the oge of Mm era her Me 
was n ever me same Al Morton lechnotoges. w-ere she 
helped establish their software division. Dnco-lem. she 
spent two yean designing, developing, ana proy a mmmg 
Survey SO . an iiie g i u t e o package ot thres et o ocufe. 
technical programs tor surveyors and subavwio- otomers 
After being enticed (by wntacurricuior co-siOerrons one 
suspects) bv Jon into joining Automated Sr-*jso».3ns. she 
entered the world of game programming z/cyr n BASIC 

Designer Jon Fr eemon is also older thor >jui * co- 
founder of Automated Simulations. Jon wot responsible tor 
the design ond development of most of tho co-oonvs 
games, including two award-winners, lemje o> ^p shoi (lor 
which he designed the Dunjonauest tyster onc StorWor - 
nor Mis writing credrts maude The PtAYBC* Wirrer s Guide 
to Board Gomes . The Comptete Rook of Wago^es . a 
ckwen game manuals (including hit lovome Ojsi Crum- 
ble ond CftompQ ond various stones ana 3110*1 



Shoring a mutual dissatisfaction with me company s direc- 
tion. Jon ond Anne (who were by then snoring a house and 
a preposterous cosection of books, records, tea. and wine) 
led the hegiro from ASi in December. 1981. to form Free Fal 
Associates, an independent game develo p ment firm After 
teaming the ins and outs of the Alan computer and teochmg 
herself assembler ©nguoge Anne ond Jon cokaoorated on 
tan Dodge a fhemaf>coHy unique techmco«y superior, 
odufi male game that owed nomrng to a certain widely 
imitated eoimg- gome To stay oucouront and to provide 
a reasonable working environment, the current Free FoJ 
offices boost a pteasont lake view, copies of every con- 
sumer electronics magazine known to man ond an impres- 
sive array ol electronic gear 

Paul has been accused of being o to* btond alien but he 
insists he comes Irom a cottle-ronching family in Nebraska 
He admits to Hklng large American cars wind-up toys ond 
punk rock Aside from this he seems as normal as any other 
Berkele y resident 

In her currently nonexistent spore time. Anne enjoys bird 
woicnmg. river-rotting ond hiking, as weN as dosstooi music 

An araent libertarian Jon enjoys (il mat is me proper term) 
o number of odd distinctions, including the authorship of 
one of me most obscure science-fiction novels ever pub- 
lished on appe ar ance on two of the least known TV pro- 
grams m me W es t ern world, and o role m what must surety 
hove been the towest-budgei karate movie ever mode 

Pom is single but taking applications Jon and Anne ore 
momed and intend to stay mat way While they ore bom 
native Conformant a* three have Irvea elsewhere ond no 
one is eager to repeat the experience The three share o 
common interest m science ftctton ond fantasy, dinosaurs 
martial arts gomes of o* sorts, and rree-ioncing 



